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DIRECTIONS FOR OPERATING 
THE ROLOMATIC BRIDGE MACHINE 


1. Open the cover as shown on the diagram below. 


2. Remove the rubber band from the roll, unwind about 16 inches of 
the paper and follow the directions for inserting it into the empty 
TOP spool. 


IMPORTANT 


The roll MUST be started correctly for proper line up of the printing 
in the “windows” of the cover. When winding the beginning ends of 
the paper around the spool, keep the FULL roll in place in the REAR 
SLOTS. Hold the paper lightly down on the center platform as the 
empty spool is rotated forward (away from you). 


3. Close the cover, making sure it snaps shut so that the TOPS of 
the wheels appear above the cover. Tighten the paper by SIMUL- 
TANEOUSLY moving the Top Wheels forward and the Bottom Wheels 
backward. Then continue moving the top wheels until the words, 
“HAND NO. 1” appear in the TOP row of windows. 


TOP WHEELS 


. ROTATE AWAY FROM 
neous, WN ee 
METS ox FORWARD 
nouo a PORTH SAN 


ROTATE TOWARD 
aot oa OPERATOR TO MOVE 
ROLL BACKWARDS 


To move the roll FORWARD — Push TOP WHEELS AWAY from 
you. ? 


To move the roll BACKWARDS — Pull BOTTOM WHEELS 
TOWARD you. 


© 1969 By Milton Bradley Co, under Berne & Universal Copyright Conventions. Made in U.S.A. 
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PLAYING A HAND 


(If you do not know bridge at all, please read 
the separate “Basic Rules” booklet first) 


HAND NO. 1 is used to illustrate the way the Rolomatic machine 
plays an entire hand, card by card, trick by trick. Play the hand 
entirely through. You play SOUTH in this and ALL other hands on 
the roll, 


STEP | — THE BIDDING 


A. Lift the bidding slide slowly until it reveals who the dealer is. 
In this hand, it is South (South Dealer or SD in the opening). 


B. Mentally determine the GOREN POINT COUNT of your hand 
(South) which appears in the bottom row of windows, then lift the slide 
to show the correct point count. In HAND NO. 1, the count is 14 points. 


C. Mentally determine your opening bid (if any) and lift the slide 
further to see that South did bid (1 Spade). 


D. Continue lifting the slide to reveal West, North (your partner) 
and East bids. Try anticipating your own (South) bids before you 
expose them, 


EK. The final bid (Contract) is the last bid made before the three 
final Passes. In this case, the Contract is 2 Spades, 


F, When either (W. E.*) or (E, W.*) appear in the Bidding column, 
it means that both East and West continue to Pass in their turns. 


STEP Il — PLAY ONE TRICK 


A. Turn the wheel to expose the Dummy hand. From now on this 
hand will appear in the top row of windows and your hand, South, will 
appear in the bottom row. Study the Dummy before going further. When 
the Dummy is exposed, the Opening Lead (King of Clubs) appears in 
the left window. } 


B. Mentally determine what card Dummy should play, then turn one 
more step to see what was played from the Dummy. At this time East’s 
card play is exposed in the window to the right. 


C. Remember the trick of this game is to first MENTALLY choose 
the card that should best be played from your SOUTH hand BEFORE 
moving ahead one more step as in “B” for the “Dummy” play. 


D. To find what card should be played from your hand, turn the 
wheel one more step. All four cards appear and, automatically, the 
number of the Trick appears in the “We” or “They” circle depending 
on the winner. In this case it is “They.” This completes the first Trick. 


STEP Ill — PLAY OUT THE ENTIRE HAND 


A. Keep moving the knob, forward, step by step, to play out the 
entire hand. When the first hand is over, the words “HAND NO. 2” will 
appear in the Top row of windows. ; 


B. As a hand is played, black dots will appear in the windows of 
previously played cards, 


_C. The number of Tricks taken will automatically appear in the 
“We” or “They” circles. For example, in hand No. 1, “We” takes 9 
Tricks, making the 2 Spade Contract with one “Overtrick.” “They” 
take 4 Tricks. 


D. If E or W takes a Trick, that hand will automatically lead on 
the next turn. If N or S takes the Trick, a blank window will say 
“LEAD” to help the player remember which hand he will lead from. 


E. When E or W lead into the last or 18th trick, the leader is 
determined by a small dot appearing in the window with the card. 


STEP IV — REVIEW THE HAND - 


This step is optional. Most players will want to read the commentary 
on each hand’s BIDDING and PLAY which is in this book. While there 
may be several different successful ways to play any hand, the one 
shown is probably the most normal or, in some instances, the only 
successful way to play the hand. 


You may TURN BACK to any trick for review simply by rotating the 
BOTTOM knobs toward you. 
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BRIDGE LESSONS FOR BEGINNERS 


The two main parts of Contract Bridge are the “BIDDING” to arrive 
at the best Contract and “PLAYING” the hand to make the Contract. 
The BIDDING usually is the most difficult for beginners. Therefore, we 
will concentrate on this phase in these instructions. The PLAYING will 
become more understandable as you play out the hands on the machine. 
Some common techniques of the play, however, will be explained to 
you in the text. 


In the separate “Basic Rules” booklet we explained the GOREN POINT 
COUNT SYSTEM and when and how to arrive at the OPENING BID. 
You may want to review this booklet at this time. 


After the Opening Bid — what? This further Bidding is called 
RESPONSE and REBIDDING to ultimately arrive at the best Contract. 
Read the discussion below before playing hand No. 2 in order to learn 
as much as possible. 


RESPONSES 


After a player has made an Opening Bid, his Partner has an oppor- 
tunity to Bid. This Bid is called a RESPONSE. The GOREN POINT 
COUNT SYSTEM has laid down some guide lines to follow for this 
important step in arriving at the best Contract. 


When your Partner makes an Opening Bid his point count may be 
anywhere from 13 to 21 points (or even more). If you hold a weak hand 
and Pass along with the Defenders (3 Passes), the Bidding will be over. 
If your Partner also held a weak Opening hand, it would not matter, 
but if he had a powerful hand, you would have missed an opportunity for 
a good score. Therefore, an effort must be made to keep the Bidding 
open for at least one more round, The proper Response will also 
give information to the Opening Bidder as to the relative strength 
of the hand. 


Normally, the players try to determine (early in the Bidding) whether 
they have sufficient strength to “GO TO GAME.” “GAME” consists of 
Bidding and making a Contract scoring a minimum of 100 points. The 
GAME Contracts are: 3NT, 4@, 49, 5© or 5a. Note that it takes the 
least tricks (3) to make GAME in NT, more (4) in @ or Q, and the most 
tricks (5) in the © and @& suits. For this reason, we refer to the & and 
Y as MAJOR SUITS and the © and & as MINOR SUITS. 


‘If possible, the Partners should prefer to make a GAME Contract 
in a NT or MAJOR SUIT, because it usually is easier to make a 
Contract of 3 or 4 than 5. The point count, distribution, and relative 
strengths in each suit, however, will determine the final Contract, 
keeping the GAME possibilities in mind. 

Briefly, to Bid a GAME CONTRACT, the following guide is used: 


A. To Bid a Game Contract of 3NT, 4@, or 40, the two Partners’ 
hands should have at least 26 points between them. 


B. To Bid a Game Contract of 54 or 5d, the two hands should have 
at least 29 points between them. 


In discussing the RESPONSE to the Opening Bid, we will keep the 
GAME possibilities in mind. The Responder will try to show his Partner, 
the Opening Bidder, how strong his hand is by his Response, in order to 
let his Partner decide whether the combined point count has GAME 
possibilities. 

The Response can be divided into three categories, “PASS,” “LIM- 
ITED” and “UNLIMITED.” 


PASS 


The Responder should pass if his hand holds LESS THAN 6 POINTS. 
With a hand this weak, no encouragement should be given to the 
Opening Bidder as the possibility of a Game hand is very unlikely. 
With a few exceptions, these hands should be “Passed.” 


“LIMITED” RESPONSE TO AN OPENING SUIT BID 


The Opening Bidder is not forced to Bid again (he may Pass) if his 
Partner has Responded with a limited Bid. The limited Responses are 
either a Single Raise in the suit of the Opening Bid or a Bid of 1NT 
over Partner’s Opening Suit Bid. 


A. THE SINGLE RAISE: THIS BID (A RAISE TO 2 IN OPENING 
SUIT) DESCRIBES A HAND OF MEDIOCRE STRENGTH CONTAIN- 
ING SUPPORT FOR PARTNER’S TRUMP SUIT, IT SHOULD CON- 
TAIN 7-10 POINTS, INCLUDING HIGH CARDS AND DISTRIBUTION. 


1. Trump support is either of the following minimums: 
a) Four small trumps 
b) Three trumps headed by an “Honor” (A, K, Q, J, or 10). 


2. Recount the points in your hand AFTER your Partner’s suit 
Bid as follows: 


Doubleton — 1 point in any other suit 
Singleton — 8 points in any other suit 
Void — 5 points in any other suit 


ADD 1 point if holding K, Q, or QJ, in Trump suit. 
SUBTRACT 1 point for only 3 Trumps 
SUBTRACT 1 point for 4-3-3-3 distribution 


EXAMPLES OF SINGLE RAISES 
Partner’s Opening Bid: 19 
Your hand holds: (x means a non-honor card) 


a—x 
Q — Kxxx 9 points 
© — Q10xx Response — 20 
oe — XXXX : 
Your hand holds: t 
a& — xx 
OQ — Ko 8 points 
© — A10xxx Response — 29 
de — Xxx 


B. THE 1NT RESPONSE: THIS BID DESCRIBES A HAND CON- 
TAINING HIGH CARD COUNT OF FROM 6 TO 10 POINTS, IT 
MAY OR MAY NOT HAVE BALANCED DISTRIBUTION, 


EXAMPLES OF iNT RESPONSES 
Partner’s Opening Bid: 19 


The hand holds: 


& — Xxx 
QO — xxx High Card Count 7 Points 
© — Axxx Response — 1NT 
fe — Kxx 
The hand holds: 
& — Jxx 
9—x High Card Count 7 Points 
© — Qxxxx Response — 1NT 
& — A10xx 


“LIMITED” RESPONSE TO INT OPENING BID 


The 1NT Opener is a special case for Response, since this is a precise 
Opening Bid (16-18 high card points with balanced distribution). The 
Responder can determine, by simple arithmetic, whether the combined 
hands have Game possibilities (26 point total). Thus the Responder, in 
one Bid, can tell his partner whether to try for Game or not. 


If Responder wants to LIMIT the Bidding to UNDER Garhe — 
1) With 6 points or less — Pass 
2) With 7 points and a good 5 Card Suit — Bid 2 of the suit 
3) With 8-9 points and uneven distribution — Bid 2NT 


4 
All the above are “limiting” Bids, requesting your Partner, the Opener, 
to Pass, closing the Bidding at the level of the Response. 


NOW GO TO THE MACHINE AND PLAY HANDS NO. 2 THRU 9 
dh 


UNLIMITED RESPONSES 


The Responder may use certain Bids to show that he holds a GOOD 
“helping” hand and that these may be possibilities of a GAME Contract. 
These Bids are an “invitation” to the Opener to Bid once more so that 
the Responder may have another opportunity to evaluate the Opener’s 
strength. 


A. The ONE-OVER-ONE Response. This means a Bid in a NEW 
suit at the level of ONE. For example, with an Opening Bid of 14%, 
the ONE-OVER-ONE Response would be 19), or 14. This Response may 
be used with a rather weak hand of 6 points to a strong hand of as 
many as 18 points. In general, it is trying to force the Opener to REBID 
so the Responder can determine his next step in the Bidding. 


B. The TWO-OVER-ONE Response. This means a Bid in a NEW 
suit at the level of ONE. For example, with an Opening Bid of 19, the 
TWO-OVER-ONE Response would be 2, or 2. This Response requires 
at least an average hand of 10 points and may show up to 18 points, It 
also forces the Opener to Bid at least once more. 


CHOICE OF RESPONSES 


When Partner opens the Bidding, the Responder often finds himself 
faced with a choice of possible Responses. The guides to Responding as 
outlined above show that there may be more than one Response possible 
for a certain range of point counts and distribution. The possible 
situations are numerous and it is beyond the scope of this book to 
discuss all of them. In general, however, the Bidder and Responder 
should try to arrive at the Bid which will give them the easiest Game 


Contract. A review of Game Point Count requirements will serve as 
a guide: 


Recommended 
Game Bid Point Count Relative Difficulty 
49 or 4@ 26 Easiest 
38NT 26 (High Cards) Next Easiest 
5a or 50 29 Most difficult 


From this it is concluded that the first thing the Responder should 
be looking for is a possible MAJOR SUIT FIT. 

A. If the Opening Bid is 1d or 14, the Responder should look for 
a Biddable Major Suit (Qx xx or better) in preference to Bidding the 
1NT or raising the Opener Minor Suit. If he has no Biddable Major 
Suit, his next choice would be INT, and the raise of the Minor Suit 
Opener is reserved for weak, unbalanced hands. 
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B. If the Opening Bid is 19 or 1@ (Major Suits), the Responder 
should prefer a raise if a Major Suit is available. With a weak hand of 
balanced distribution, however, the 1NT is recommended. 


C. General guides to suit choice are: 


1. Bid the longest suit first — unless the hand is weak and the 
Bidding level would have to be higher (such as 2 of a suit). 


2. With two five card suits, the higher ranking is usually shown first. 


8. With four card suits, Bid the one that can be shown most cheaply. 
That is, try to stay at the same trick level in the Response or in the 
lower Bid ranking if a trick level must be Raised. 


NOW GO TO THE MACHINE AND PLAY HANDS 
NO. 10 THRU NO. 15 AS WELL AS 
READ THE COMMENTARY IN THIS BOOKLET 
ABOUT EACH OF THESE HANDS. 


OPENING BIDS OF 3 IN A SUIT 


There will be instances when a player will be dealt a hand having 
less than 13 or 14 points and still be able to OPEN. If your hand 
contains 10 OR LESS POINTS IN HIGH CARDS ONLY AND A SUIT 
WITH AT LEAST SEVEN CARDS, YOU SHOULD OPEN WITH 8 
IN THE LONG SUIT. 


It does not denote a strong hand. Instead, it tells your Partner you 
have a weak hand (10 points or less) BUT a 7 (or more) card suit. If 
your Partner has a strong hand that blends with yours, his Response will 
enable you to Bid again and score higher. If his hand is weak and your 
Opponents remain silent, you could conceivably fail to make your Bid. 


However, if you did not Bid, your Opponents would have likely Opened 
the Bidding and scored highly with no opposition from you. 


If the hand contains 11 OR MORE HIGH CARD POINTS AND THE 
SEVEN OR MORE CARD SUIT, IT SHOULD NOT BE OPENED 
WITH A WEAK 3 BID. SUCH HANDS CAN BE OPENED WITH A 
BID OF ONE IN THE LONG SUIT! 


Here are some examples of when to Open with a Bid of 3: 


1. @AKI10963 932 1093 O4 Bid 3@ 
2&3 998 &32 OA10987654 Bid 3} 
38 #382 YOKQI10984 &3 OQI4 Bid 39 
4. MAKQ76382 9382 &95 O64 Bid 3@ 
5. &Q3109653 93 &7 OQI104 Bid 34 


RESPONSE TO OPENING 3 BIDS 


If your Partner Opens with a 8 Bid, you should Pass unless you 
possess 3 or 4 high cards capable of winning a trick the first or second 
time a suit is led. Unless you have exceptional strength in other suits, 
you should Respond with a Limited Raise in your Partners suit. 


HANDS NO. 16 THRU NO. 18 
ILLUSTRATE THE OPENING 3 BID 


DRAWING OUT TRUMPS 


By this time you have seen that the normal strategy plan of the 
Declarer is to try to get the lead early in the hand and then to play 
his trumps until both Opponents’ hands are void in that suit. This 
prevents the Defenders from being able to “Ruff” and take an otherwise 
winning trick away from the Declarer. While this plan is not always 
the best, the novice should usually attempt to “draw out” trumps early 
in the play of the hand. 


Simple arithmetic will determine when this has been accomplished. 
Since there are 13 cards for every suit, adding the total Trump cards 
in the Declarer’s hand and the Dummy, then subtracting from 13 will 
tell how many Trump cards are in the combined hands of the Defenders. 
Example: If South has 5 Trumps and his Dummy shows 3 Trumps (8), 
then the Defenders have 5 Trump cards between them. As the Declarer 
leads Trumps, he simply counts how many Trumps fall on each trick 
until a total of 5 are played by the Defenders. In the above example, 
if 3 leads of Trump are made and 4 fall on the first trick, 4 on the 
second, and 3 on third, then the Defenders are out of Trumps. They 
had held 3 in one hand and 2 in the other. 


The experienced bridge player extends this method of accounting to 
all of the suits. 
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THE FINESSE 


This term is used to describe one of the most common and most 
important plays in bridge. The Finesse has been mentioned in several 
previous hands. It is a play which may prevent an Opponent from 
winning a trick with one of his high cards. It is best explained by an 
actual example. 


Let us assume that the Declarer, South, holds Q J 10 7 5 of Trumps 
and his Dummy, North, holds the A 6 3 of Trumps. This would mean 
that the Defenders would hold K 9 8 4 2 in their combined hands. The 
“split” would usually be 3 in one hand 2 in the other. Unless one 
Defender held the K as a Singleton, the lead of the A would NOT cause 
the K to fall — resulting in a trick taken by the Defenders later, By 
means of the Finesse, the K may be prevented from taking a trick. If 
the K is in the West hand, the Finesse is possible. 


Assuming that the K is in the West hand, the four hands would look 
like this: 


(North) 
A63 
(West) (East) 
Kx 3 5C 
or or 
Kxx babs 
QJ1075 
(South) 


The Finesse play would be to lead the Q from South’s hand and, if 
the K does not fall from West, play low from the Dummy. South then 
leads again with the J and, if West does not play the K, play low 
again from the Dummy. The third lead from South’s hand (if necessary) 
should be low (5) because the K now MUST be played by West and 
will be covered by Dummy’s Ace. . 

This Finesse would be successful ONLY if the K is in West’s hand 
and only if as K x or K x x. If the K is in East’s hand, it would take 
a trick. Also, if either hand is K x x x, the Finesse will not work. 


The Finesse has many possible variations, too numerous to illustrate 
here. In general, the Finesse improves the player’s odds in catching 
key cards. Often a Finesse must be attemped and be successful in order 
to make a difficult Contract. 
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SPECIAL FORCING BIDS 


Thus far we have discussed Opening Bids and Responses with rather 
normal hands. Occasionally a hand will be so good that it requires an 
unusual signal in Bidding to show the Partner that the Bidder strongly 
feels that “Game” or better is indicated. In effect, these Bids say to 
the Partner, “I have a great hand and I DEMAND that you keep the 
Bidding going until we can find the best suit to make Game — or 
more.” We will not go into the many subtle ramifications of the various 
types of forcing Bids, but will discuss three rather clear-cut situations 
where such Bids are indicated: the DEMAND OPENER, JUMP 
RAISE, and the JUMP SHIFT. 


THE DEMAND OPENER 


The demand Opener is TWO OF A SUIT. This Bid of TWO (where 
one would suffice) is an alert to the Partner that the Opener has enough 
strength to go to Game even if the Partner has a poor hand; therefore 
the Partner MUST Respond. 


MINIMUM REQUIREMENTS FOR OPENING 2 OF A SUIT 


25 Points with a good 5-card suit 
23 Points with a good 6-card suit 
21 Points with a good 7-card suit 


EXAMPLES OF HANDS CALLING FOR DEMAND OPENER 


1. @AKI104 QAKQ1I05 &AI O38 Open 24 
2 @AKQ642 YOO &MAQ QAKQ4S Open 24 
3. @ None QAK62 &AQ4 OAKQI1I0N4 Open 20 
4. MAKQII02 QVAQI &AS OK2 Open 2@ 


The 2NT Opening Bid is not quite a DEMAND to the Partner to give 
a Response. The Partner holding LESS THAN 4 POINTS should Pass. 
It is, however, a strong Opener which urges Partner to keep the 
Biddiag open. 


MINIMUM REQUIREMENTS FOR 2NT OPENER 


22-24 High Card points and all suits “Stopped,” that is J x x x, 
Q x x, K x, or better in all suits. _ 


NOTE: If the hand contains 25 (or 26) high card points and all suits 
stopped, an Opener of 83NT may be used, which Partner may Pass with 
less than 7 points. 


A TYPICAL 2NT OPENING HAND 


a—AJ4 
9 — AKQ3 
& — K82 
© —AK5 
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What does the Responder do after his Partner has made the demand 
Opener? It is difficult to cover every situation possible, but if he has 
a very poor hand (under 6 points) he must show this with a 2NT 
Response (or 3NT if the Opener was 2NT). Otherwise, he should follow 
the normal Responses as previously discussed. If he has a. strong hand 
(over 9 points) but no long suit or no support in the Opening suit, a 
8NT rather than the weak 2NT is recommended. 


THE JUMP RAISE 


When the Partner has Opened with ONE (1) of a suit, and the 
Responder has a strong hand with support in the Opening suit, the 
Response should be THREE (8) of that suit. This is the JUMP RAISE 
as it is MORE than necessary to keep the Bidding open. This Response 
forces (or demands) that the Opener keep the Bidding going to a Game 
Contract, preferably in that suit. 


REQUIREMENTS FOR THE JUMP RAISE: 


13-16 points and at least 4 Trumps 


EXAMPLES OF HANDS CALLING FOR THE JUMP RAISE 
Partner Opened with 19. Each of the following hands qualifies for a 
Jump Raise to 39. 


&A—AQ62 Y—KI95 &—382 O—Q104 
&A—3 Y—QI62 &—1098 O—AKT765 
&—A3 Y—10987 &—J1083 O©—AKQ 
&—AQ3 Y—QTE5 &—AJ109 O—82 °* 
&—106382 Y—KQ7T4 &—A8B O—A85SB 


St Gee Ger Beh 


Note — Sometimes a special Jump Raise (a DOUBLE JUMP. to 4 of 
the suit) is indicated if the hand has less than the 13-16 point count, but 
has very good Trump support of 5 or more cards along with a Singleton 
or void in another suit. This indicates that the Bidding should stop at 
the 4 level. 
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THE JUMP SHIFT 


This describes a Response in which the Partner “JUMPS” to another 
suit. That is, the Responder Bids HIGHER than necessary in ANOTHER 
suit. For example, if North Opened with 19, and South Responded with 
2, this would be a JUMP SHIFT. It is recommended that the Jump 
Shift be made if the Responder holds 19 points or more as high cards 
and distribution count. The Jump Shift also forces (or demands) that 
the Opener keep the Bidding going to a Game Contract (or more). 


EXAMPLE OF A HAND CALLING FOR THE JUMP SHIFT 


Partner Opened with 1Q, the Responder holds: 
a—4 O—K87 &—A94 ©—AKQI73 
The Response should be 34, a Jump Shift. 


NOW TRY HANDS NO. 19 THRU NO. 25 


THE SLAM 


Hand 25 has been an example of a Contract which falls into the 
really “big league” of Bidding — the SLAM. It is not the province of 
this booklet to go into depth with unusual Bidding or play situations,. 
but a brief definition of the “SLAM” is in order at this time. 


What is a SLAM? There are two kinds. The LITTLE SLAM is a 
Contract of SIX (12 tricks) — 6 Spades, for example. The GRAND 
SLAM is a Contract of SEVEN (all 18 tricks) — 7 Spades, for example. 


Why is a SLAM important? Because of the difficulty of making such 
a Contract, extra points are awarded in the Scoring for making a Slam 
Contract (more for the Grand Slam, of course). 


For a guide: | 
33 points (in your and your Partner’s hand) will normally produce a 
Small Slam.: 


87 points will normally produce a Grand Slam. 
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BLACKWOOD CONVENTION 


Sometimes a Partnership hesitates in Bidding a Slam (even though 
the count may suggest one) because one or both Partners fear that the 
Opponents might have two Aces. This would usually make the Small 
Slam impossible. In order to determine the exact number of Aces (and 
Kings) held by the Partner, the “BLACKWOOD CONVENTION” was 
devised. It goes as follows: 


1. After a series of Bids (i.e. 1@—P—3@—P), a Bid of 4NT asks 
Partner to Respond as follows: 


If he holds NO Aces — Respond 5& 


e* 2 The — * BE 
ie 2 Aces — ” 59 
"7 » B8Aces— ” 5 
id is 4 Aces — a 5NT 


2. If the player then desires to try for a Grand Slam, a Bid of 5NT 
asks Partner to Respond as above, using 6 for NO Kings, 60 for 
1K, ete. 


It is important that the 4NT Bidder (or 5NT as in 2 above) places the 
final Contract for only he knows the number of Aces (or Aces and 
Kings) in the combined hands. 


| 
PLAY HAND NO. 26 FOR AN EXAMPLE 
OF THE “BLACKWOOD CONVENTION” 
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THE OVERCALL 


An Overcall is a Bid made AFTER an OPPONENT has already made 
an Opening Bid. For example: you are South, and West, the Dealer, 
Passes; North (your Partner) Passes; East OPENS with 1 Diamond 
and it is now your turn to Bid. If you Bid (19 or 1@, etc.) this is an 
OVERCALL Bid. 


Overcalls require special consideration. The reason is that once an 
Opponent has made an Opening Bid, you know that he has at least a 
fair hand, making the chances for your Partner holding a good helping 
hand for you rather limited. You should not be entirely discouraged, 
however, for it is possible that there may be a good suit fit or com- 
bination of cards between’ you and your Partner’s hand to allow you 
to go to Game, or at least to complete a less than Game Contract. The 
Overcall can also help to inform your Partner what suit you hold in 
strength so that if the Opponents do get Contract, your Partner will 
know what suit to lead to your hand. You must be careful, however, in 
making an Overcall in that it might serve to warn your Opponents that 
they would be in trouble if they Bid too high. 


Certain general guide-lines have been established to help a player 
who is in possession of a good hand but the Opponents have Opened 
the Bidding first. The previously established “Opening Bid” requirements 
do not hold exactly. The most important factors to consider are 
as follows: 


1. You may have less than 13 point count, but rarely less than 9 
or 10. 


2. STRENGTH and LENGTH in a suit (preferably a Major suit) is 
the most important consideration in a suit Overcall. The suit should be 
at least 5 cards (6 if a Minor) and the strength in high cards should 
assure not more than 2 trick losses in this suit, even if Partner has 
poor Trump support. \ 


3. With no long, strong suit BUT a high card count of 16-18 points 
AND Stoppers in the Opponents’ Opening suit Bid will allow the 
1NT Overcall. 
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Normally, the Overcall Bid indicates a strong suit rather than high 
point count. The Response from the Partner should take this into 
account, Unless the Responder has a good helping hand in point count, 
he should Pass. A Raise in the Overcall suit is advised provided the 
point count is at least 10 points even though the Trump support may 
seem poor (Qx or xxx). 


A Partner Responding to an Overcall with better than a single Raise 
indicates that his hana is strong enough to try for Game. The Responder 
in this instance usually should have at least 12 points. 


EXAMPLES OF OVERCALL SITUATIONS 


1. The Opponent has Bid 19, you hold as follows: 
&a—KJI1084 Y—A62 fh —52 ©—743 
Your Bid — 14. 
This suit is strong enough to make an Overcall even though the total 
point count is only 9, 


2. The Opponent has Bid 19, you hold as follows: 
&A—AI652 Y—7543 & —K5 Oo—A4 

Your Bid — Pass. 

The Spade suit is too weak in strength. The Opponents could take 
more than 2 Tricks in Spades (K, Q, 10, 9 etc.). Note that this hand 
could be Opened, but it is not advised to make an Overcall with it, even 
with the 14 points. 


8. The Opponent has Bid 19, you hold as follows: 
&—107 Y9—8 &—AKJ1097 ©—K1098 
Your Bid — 2&. ; 
The Club suit, though a Minor, is very strong. The 14 point count 


is good. With the Singleton in the Opponent’s Opening suit, it can be 
Ruffed after one lead. 


4. You should not Overcall| immediately when you are strong and 
long (4 cards or more) in Opponent’s suit Bid. Wait for developments. 


TRY HANDS NO. 27 THRU NO. 29 
FOR EXAMPLES OF “OVERCALL” 
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SUMMARY 


The lessons in this book have carried the beginner through a basic 
introduction of Contract Bridge. 


If you have patiently and carefully followed this book and the hands, 
you would qualify as a good novice who should be able to hold his own 
in average 4 handed competition. It is reeommended that you take every 
opportunity to play with others as that is the best way to learn more 
and put what you have learned into practice. 


But FIRST, we would like you to play out more sample hands. These 
will give you mort practice in Bidding and playing a wide variety of 
hands. Please read the commentary for a revew of what you have 
learned (we hope) and additional pointers for good bridge. 


NOW GO TO THE MACHINE FOR HANDS NO. 30 TO 40 


ON FOLLOWING PAGES ARE THE DETAILED COMMENTARIES 


ON HANDS 2 THRU 40 


HAND NO. 2 


South Dealer 

South West North LEast 

131@ Pass 2a Pass 

Pass Pass 
THE BIDDING — South having 13 
points (12 High card points and 1 
point for the Doubleton) Bids 14. 
West Passes (P). North gives a 
simple raise to 2@. East Passes 
(P). South having a minimum 
hand Passes (P). West also Passes 
(P). The contract is 2 Spades. 
South is the Declarer. 
THE PLAY — West leads KQ, 
followed by the AQ and the 99. 
South wins the third trick by Ruf- 
fing with 5@. South then leads 
A& (Trump) followed by 8@ to 
Dummy’s K&. This takes all the 
Trumps from the Defender’s hands. 
You then lead 40 from DUMMY 
to the A in your hand. Next lead 
QO followed by the 6 which puts 
the lead back to the Dummy with 
the K©. Now lead the 7 (the last 
Diamond) and Discard 2& from 
your hand. (It is important in 
Bridge to make proper Discards). 
After playing 2 more Trumps jyou 
play 5 and East wins the last 2 
tricks. 
East and West win 4 tricks, you 
win 9, making your contract of 2 
Spades plus one over-irick. 


HAND NO. 3 


North 

&65 

Odds 

OI3876 

&A10863 
West East 
&K1087 AAQI4 
QOK10854 YQ92 
0954 © 10 
& 2 &RQI954 

South 

A932 

QATE6 

© AKQ32 

mK 

South Dealer 
South West North East 
171 _ Pass 2 Pass 
8 Pass Pass Pass 


THE BIDDING — South has 16 
points in High Cards and 1 point 
for the doubleton — 17 points in 
all, and opens Bidding with his 
longest suit, 1. North raises his 
partner to 2. South having con- 
siderably more than an opening 
Bid invites his partner to Bid 
further by Bidding 34, indicating 
a good suit, plus Added Values. 
North having no Added Values, 
declines the invitation and passes 
(P). The Contract is 3 Diamonds. 


THE PLAY — West’s opening lead 
is 2% which is won by K& by 
South (your hand). You imme- 
diately collect Trumps (Diamonds) 
ending in the Dummy with the JO. 
You then play the Ace followed by 
the 6% which you ruff in your 
hand with the 80. The AQ is 
played next, followed by the 69. 
West wins this trick with the KY. 
East and West win 2 Spade tricks, 
South ruffs the K& with Q©. East 
wins the last trick with QQ. 


You win 9 tricks, your Contract of 
8 Diamonds. 
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HAND NO. 4 

North 

AAKI1094 

O73 

QOI97 

&J103 
West East 
AJI76 &Q85 
QOI94 965 
Oo Q65 6AK1088 
&K542 RAIT 

South 

& 32 

YAKQ1082 

O42 

& Q86 


East Dealer 


East South West North 
10 131tQ Pass 14 


Pass 29 Pass Pass 
Pass 
THE BIDDING — East, the 


Dealer, makes an Opening Bid of 
1. South, although he has only 13 
points, he has 6 Hearts and only 
2 Diamonds, overcalls with 19. 
West Passes (P). North, having 
only 2 small Hearts, his partner’s 
Bid, and 5 Spades to the A, K 
Bids 1@. Not only does he have a 
good Spade suit, but it would be a 
good suit for his partner to lead to, 
if the Opponents got the Contract. 
East, having a Minimum jopening 
Bid, Passes (P). South, because his 
partner shows strength enough to 
keep the Bidding open, Re-Bids his 
Hearts, The Contract is 2 Hearts. 
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THE PLAY — West leads 56 (his 
Partner’s Bid). South (Declarer) 
ruffs the third round of Diamonds 
with 2Q in South’s hand. Then he 
plays 3 Rounds of Trumps (Hearts) 
to remove all Trumps from the 
Defender’s hands. He then looses 
2 Club tricks, and wins the last 5 
tricks, 2 Spades, 1 Club, and 2 


Hearts (Trumps). South wins 9 
tricks, the Contract of 2 Hearts 


plus 1 over-trick. 


This hand shows that even though 
the opposition opens the Bidding, 
it is still advisable to Bid and try 
to make a contract, if the hand 
warrants it. 


HAND NO. 5 
North 
&1085 
YQ764 
O98 ; 
hKQI3 
West East 
AKQIE A942 
OJ5 932 
©Q7642 ©AKI1038 
&107 &ASB2Z 
South 
AATB 
Y9AK1098 
O5- 
9654 


East Dealer 


East South West North 
1© 1819 26 20 


Pass Pass 80 Pass 
Pass 39 Pass Pass 
Pass 


THE BIDDING — East opens the 
Bid with 1. South has 13 points, 
11 in high cards and 2 in distribu- 
tion. Having only 1 Diamond and 5 
Hearts, he Bids 19. West (having 
good Diamonds) raises his partner’s 
Bid to 2. North, having 10 points 
and 4 Hearts, raises South’s Bid to 
2QY, showing Trump support. East 
Passes (P), South Passes (P), West 
gives East another Raise to 30. 
North Passes (P), East Passes (P). 
South because of the strength of 
his hand and his Partner’s previous 
raise, Bids 89 and gets the 
Contract. 


THE PLAY — West’s lead of K& 
(holding the K&, Q&, J&) is a 
better opening lead than a Card of 
his partner’s Bid. This usually (as 
it does in this hand) removes the 
Ace of that suit and makes the 
Queen and Jack trick winners later. 
South wins the first trick with A& 
and draws the trumps from the 
Defenders’ hands, then plays the 
4@%, which is won by East’s Ad. 
East leads the KO, and then the 
9@ to his partner’s J@&. West plays 
the Q@ and then the 8¢ to part- 
ner’s A©® which South Ruffs with 
the 8Y. South then wins 3 €lub 
tricks and the 2 remaining trumps 
(Hearts). South takes 9 tricks 
making the Contract of 3 Hearts. 


HAND NO. 6 
North 
AK9ITS 
QYI1064 
0654 
kRABZB 
West East 
a64 AJT3 
Y9783 QYQA8B5 
OQI7 ©AK10938 
kK QI107 &864 
South 
AAQ1082 
YKQ2 
© 82 
952 


West Dealer 


West North East South 
Pass Pass 10 1214 
20 2a Pass Pass 
BY BY, Pass Pass 
Pass 


THE BIDDING — West Passes 
(P), North Passes (P), East opens 
with 1. South with 12 Points, 
having 5 Spades, and not too many 
Diamonds, Bids 14. West raises 
his partner to 20. North raises 
South’s Bid to 2, having 4 of 
them including the King. East 
Passes (P), South also Passes (P). 
West, whose partner did not con- 
tinue in Diamonds, now Bids 3s. 
North gives further support to 
South by Bidding 3@, which, after 
3 Passes becomes the Contract. 
South is the Declarer. 
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THE PLAY — West, because he 
holds the Ke&, Qe, Jef, 10, makes 
the Ke&& his opening lead, instead 
of a Diamond (his partner’s Bid.) 
The Trick is won by the Dummy’s 
Ade. The Declarer then draws 
Trumps from the Defenders’ hands 
leading the 5@ from the Dummy 
and returning there with the K&é. 
He then leads the 49. East plays 
5Q instead of his AQ, hoping West 
may have a higher Heart than 
South has, to win the trick. South, 
however, plays the KQY, winning, 
and leads the QY. East now uses 
his AQ and the Defenders continue 
taking 8 more tricks: KO, 10s, 
QO, in that order. South ruffs the 
J lead, and wins the next 4 tricks 
with JY, 109, Qh, 10M. 


South wins 9 tricks, and makes the 
3 Spade Contract. 


HAND NO. 7 
North 
aI7T3 
943 
OKQ976 
&K82 
West East 
A52 &KQ108 
YKQI102 9876 
OA88 O52 
654 &J1097 
South 
AAITE4 
QYAQI5 
©5104 
k&AQ3 
South Dealer ! 
South West North East 
161NT Pass 2NT Pass 
Pass Pass 
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THE BIDDING — South, with 16 
Points and a Balanced hand has a 
typical 1 NT Opening Bid. West 
could Bid 2Y, but prefers to Pass 
(P), because this information might 
help the Opponents. (Also, he 
thinks he can defeat a No Trump 
Bid if it goes high enough). North, 
having 8 High Card points, plus 
one 5 card suit, Bids 2 NT. East 
Passes (P). South having a Min- 
imum No Trump requirement and 
little encouragement from North, 
Passes (P). West Passes (P). Con- 
tract is 2 No Trump — South the 
Declarer. 


THE PLAY — West plays very 
smartly! He leads the KQ so that 
after the AQ is gone, he can play 
his remaining Hearts. He hopes his 
A© will win a trick to give him 
this opportunity. South lets 2 Heart 
tricks go by before winning with 
his AY. He then leads JO to set 
up 4 Diamond tricks in the 
Dummy’s long suit. NOTE: The 
proper use of long suits in No 
Trump play is» very important. 
West waited to play his A} on the 
third Diamond lead, hoping the 
Declarer would not have an “En- 
try” to the Dummy hand, (“Entry” 
means a card you play from one 
hand, to be taken in another, to 
have the next lead come from that 


hand.) After playing his Heart 
tricks, West leads 5@, which the 
South wins with A@. He now leads 
to the dummy Ké& (his “Entry” to 
the dummy) and wins the last 3 
tricks with the KO, Q© in the 
Dummy and the Ag in South’s 
Hand for a total of 8 tricks, 
making the Contract of 2 No 
Trump. 


HAND NO. 8 
North 
&KI104 
OKT 
0763 
&10842 
West East 
AASB2 AQXTE5 
910842 QVI8 
Oo QI105 G©AI2Z 
&AT mQI65 
South 
&Q3 
YAQ965 
OK84 
&KI3 
South Dealer 
South West North East 
1419 Pass 14 Pass 
1NT Pass Pass Pass 


THE BIDDING — South’s hand 
has a value of only 14 points, as 
the Q@, 3@ has a total value} of 
only 2 points. (The rule is: the 
Qx has less value because the 
Queen is unguarded. It can too 


easily be lost to the A and K). 
South’s opening Bid is 19. West 
Passes (P), North Bids 1@. East 
Passes (P). South Bids 1NT 
depending on North’s Spades to 
complete the Contract. 


THE PLAY — West’s Opening 
lead is QO. East wins with AQ, 
and leads back 94 which South 
wins with KO. Being afraid the 
Hearts, his long suit, will not set 
up, South leads the Q@ which 
West wins with the Ad. After 
taking 2 Diamond tricks, West 
leads 8@ to the Dummy’s 104. 
The Declarer then plays K&, Jh, 
KQY from the Dummy and leads 
79 to South’s AQ and QQ, all 
winning tricks. South then leads 
the 69, West’s 109 wins, as does 
his Ag. South takes in 7 tricks, 
the Contract of 1 No Trump. 


HAND NO. 9 
North 
AAKQ2 
9852 
OI94 
& 862 
West East 
a&85 &IJ1098 
YKQ9T4 YJ10 
©OK876 OQ53 
&73 “& K1095 
South 
a764 
QYA63 
© A102 
kRAQI4 
South Dealer 
South West North East 
151m 19 14 Pass 
1NT Pass Pass Pass 
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THE BIDDING — Again in this 
Hand, South does not have Point 
Count enough to Bid a No Trump, 
but he would prefer to play it as 
No Trump if his partner can show 
strength in Spades, South’s weak 
suit. South’s Opening Bid is 1m. 
West Bids 19. North (having 10 
Points and good Spades) Bids 14. 
East Passes (P). South, because of 
the 1@ information from his part- 
ner Bids 1NT. After 3 Passes this 
becomes the Contract. South is the 
Declarer. 


THE PLAY — West leads 79. 
This is the fourth highest card in 
his longest suit. (Common practice 
for the opening lead in No Trump 
defense). South, the Declarer lets 
the first two tricks go and wins 
the third trick with AQ. He leads 
4@ to the Dummy’s Q&. He then 
leads 2% from the Dummy, East 
plays 5e&&, South plays J& instead 
of Ase, which wins the trick. This 
is called a Finesse.* He now is 
quite sure the Ke&& is in East’s 
hand so he leads 64& to Dummy’s 
K&, then leads dummy’s 6 and 
wins with his Qe&, another 
“Finesse”.* South now plhys the 
Ad, and 7@ to the Dummy’s 
A&@. When West plays 7 on that 
trick, the Declarer knew it was his 
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last winning Spade. (East still had 
high Spades) so he led the 4 to 
the A&. His lead of the 20 let the 
Defenders win the remaining tricks. 
South won 8 tricks, one more than 
his Contract of 1 No Trump. 


*The “Finesse” is fully explained 
later in the Book. 


HAND NO. 10 
North 
&QJ104 
OK8 
OAK9I8 
986 
West East 
&32 a K6 
QOI9T2 910654 
O Q107 OI3543 
&KQI4 &AZ82 
South 
AAIMBTS 
YAQ8 
O62 
1075 
South Dealer 
South West North East 
11 Pass Pass 10 Pass 
14 Pass 2a Pass 
4h& Pass Pass Pass 


THE BIDDING — South with less 
than a minimum Opening Bid, 
Passes (P), West Passes (P),° 
North opens the Bid with 1), East 
Passes (P), South with 5 Spades, 
2 high Hearts, and only 2 Di- 
amonds (his partners bid) responds 
with 1@. North, having an opening 


Bid and good Spades raises his 
Partners Bid to 2@. South now 
Bids 4@, a Game Contract. South 
is the Declarer. 


THE PLAY — West’s opening lead 
is the K& (from his K, Q, J and 
4 of Clubs), and between Hast- 
West hands they immediately take 
in 8 tricks, West’s lead of 9Q is 
won by the KY in the Dummy. 
Now, while Collecting Trumps the 
Declarer must try another one of 
those plays called a Finesse. He 
leads the Q& from the Dummy 
and does NOT put the A& from 
his hand on top of it, hoping that 
the K@ is in East’s Hand. It is 
there and he wins the trick. How- 
ever, had the K@& been in West’s 
hand, he would have lost the trick. 
Finesses do not always win, but 
usually are worth trying. 


After the Finesse, the J@ is now 
led from the Dummy. East must 
play K@, over which South plays 
A&, With the trumps drawn from 
the Defender’s hands, the remain- 
der of the tricks are easily won 
with High Hearts, Diamonds and 
Trumps. The Declarer takes in 10 
and the Contract of 4 
Spades is made. 


tricks, 


HAND NO. 11 
North 
AAKE 
9 Q1052 
© Q2 
m&KI92 
West East 
&QJ109 A8754 
OY K3 OY98 
09648 ©K108 
&765 &AQ108 
South 
&32 
QAITE4 
OAITS 
43 
South Dealer 
South West North East 
12 Pass Pass 1a Pass 
19 Pass 29 Pass 
49 Pass Pass Pass 


THE BIDDING — South with only 
12 Points must Pass (P), West 
Passes (P), North Bids 1 East 
Passes (P). South, Responds with 
19, his 5 card suit. North raises 
South’s Bid to 29. South knowing 
his partner has an opening Bid 
point count and help in his suit 
Bids 49, a game Contract. South 
is the Declarer. 


THE PLAY — West’s opening lead 
is the Q&. After opening the Dum- 
my, notice that the KY, KO, Ade 
and Qe are missing. Where are 
they? You do not know, so you 
must try 3 Finesses. The QY from 
the Dummy was lost to the KY 
in West’s Hand. This Finesse does 
not work, Later you play the QO 
from the Dummy and it draws out 
the KO to be taken by South’s 
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A&. Then when the Ace and Q& 
were still not played, South led 
the 3& and played the J& from 
the Dummy and it was taken by 
East’s Queen. Declarer is hoping 
Ade would have to be used in 
East’s hand and make his Kee a 
Winner. This also was a Finesse. 
However, East had the Qse& and 
won the trick, and another trick 
later with Ad. 


The Declarer still made 10 tricks, 
the 4 Hearts Contract. 


HAND NO. 12 
North 
&AKQ43 
OI394 
O32 
R®AKIS 
West East 
ad A872 
9 Q652 QA8BT 
OKQI6 ©10984 
10874 &Q96 
South 
&A10965 
QK1038 
OATS 
382 
North Dealer 
North East South West 
1& Pass 121@ Pass 
2a Pass 4a Pass 
Pass Pass Pass 


THE BIDDING — North opens the 
Bidding with 1d. After East Passes 
(P), South counts 12 points (or 
11 discounting the doutleton of 
Clubs). This is good enough for a 
one over one response. His strong 
major suit calls for the 14 
response. North raises to 2, 
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showing support in Spades. South 
now raises the Bid to 4@, the 
Game Contract. 


THE PLAY — West’s opening lead 
is KO, which is won by AO in 
South’s Hand. The Declarer then 
draws out Trumps, leading 3 
rounds, ending with Q@ in the 
Dummy. He then leads the JY 
playing low in his hand for a 
Finesse which is lost to QQ. West 
then wins a trick with Q© and 
plays 4. This is won by Dummy’s 
Kee. Declarer now leads 4Q, losing 


the AY to East, but making his 
KQ good. His lead of 7 is Ruffed 
in the Dummy, making the Ad 
and two remaining Trump tricks 
good. The Contract of 4 Spades is 
made. 


HAND NO. 13 
North 
a42 
QAK86 
©AI104 
&AQS 
West East 
AKI9TS &Q86 
O743 QYJ1095 
095 © Q86 
&K83 RI92 
South 
& A103 
9 Q2 
OK7T32 
10764 
North Dealer 
North East South West 
12) Pass 101NT Pass 
2NT Pass 38NT Pass 
Pass Pass 


THE BIDDING — North has a 
maximum High Card Point Count 
(18) for 1NT Bid, but no Spade 
“Stoppers,” so is content to Bid 
1QY. East Passes (P). South with 
9 Points responds with 1NT. West 
Passes (P). North must make a 
try for game since he has high 
point count, so he elects the 2NT 
Bid. South, now feeling that 
North’s hand will help his No 
38NT, the 


Trump, Bids Game 


Contract, 


THE PLAY — West’s opening lead 
is 7@, the fourth highest of his 
longest suit, usually a good lead 
in No Trump. The Declarer 
(South) holds back the use of his 
A&, not playing it until the third 
round. This will enable him to 
Finesse Diamonds through West’s 
Hand, and if East wins with the 
Q©® (which he does), he cannot 
lead a Spade back to West, as 
East has no Spades left to play. 
The Declarer later Finesses 
through West’s hand on the 8th 
Trick with 4 to the Q&. He then 
plays his Ade, AO, JO, AQ (all 
sure tricks) and gives the Defend- 
ers the last trick with 8Q. Declarer 
wins 9 tricks, the Contract of 3 
No Trump is made. 


HAND NO. 14 
North 
AAGE4 
953 
OK5 
&AKS8763 
West East 
a3 &QJ102 
YI986 91074 
© QJ10762 O©AISB 
mJ 2 &Q104 
South 
AK9I875 
YVAKQ2 
©4383 
95 
North Dealer 
North East South West 
1d Pass 141@_ Pass 
2a Pass 29 Pass 


2h Pass 4h Pass 
Pass Pass 


THE BIDDING — North opens the 
Bid with 1, East Passes (P), 
South responds with 1@. This is a 
strong one over one Response, be- 
cause of the 5 card major suit and 
14 points. West Passes (P). North 
Re-Bids his best suit 2e showing 
a strong suit. This is encourage- 
ment and keeping the door open 
for a game Bid. South Bids 29, 
his second suit. North now Bids 
2, showing South that his Spades 
are better than his Hearts. South 
seals the Contract with a Bid of 
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4@. The combination of North’s 
minimum opening Bid count of 13 
(he actually has 16) and the 14 
count of South, totals 27 points 
which should induce South to go 
to game in a major suit. 


THE PLAY — West’s brilliant 
opening lead of the QO gives the 
Defenders 2 tricks in Diamonds. 
This lead wiped out the KO in 
Dummy no matter what Declarer 
did. South wins the third trick with 
QQY. The Declarer (South) while 
collecting Trumps (Spades) finds 
that they are not “split” evenly, 
East has 4 and West has only one. 
This discouraging split guaranteed 
that the Q@, J@& would win 2 
tricks for the Defenders. After 2 
Rounds of Trumps, the Declarer 
leads 5% from the Dummy, to the 
AQ, plays 29 from South and 
Ruffs with the 6@ in Dummy. He 
then plays Ade, Ke and Rufis the 
3@ in South’s Hand. He plays KY 
which East Ruffs with the J&, 
Hast’s Qa& wins the Defender’s 
fourth trick and South wins the 
last trick with the 9A. 


When the tricks are counted the 
Declarer has only 9 Tricks, he has 
been “Set” one trick. Had the 
Trumps in the Defender’s hands 
been 3-2 instead of 4-1, or the AO 
in West’s hand instead of East’s, 
the Contract could easily have been 
made, This hand is put in here to 
show you that even with good 
bidding and Correct Playing, some 
Contracts CAN’T BE MADE! So 
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be prepared to lose once in a while. 
The Bidding rules are a guide — 
not an infallible guarantee of 


making the Contract. 


HAND NO. 15 
North 
&Q8 
Y QTE 
OAT4 
&AKIB4 
West East 
@A10 &J932 
91032 QyIJ4 
©J1095 OKQ86 
&I653 &Q107 
South 
AK7654 
QYAKI85 
©32 
te 2 
North Dealer 
North Hast South West 
1h Pass 181@ Pass 
iNT Pass 29 Pass 
389 Pass 49 Pass 
Pass Pass Pass 


THE BIDDING — North’s opening 
Bid is 1 (he has 16 points with a 
good 5 card suit), Hast Passes 
(P). South now counting only 11 
points (as the short Club suit won’t 
count for distribution) and having 
two 5 card major suits responds 
with 1@. This is an unlimited 
response. West Passes (P), North 
Bids 1NT to show he has “stop- 
pers” in the other suits. South now 


Bids his other 5 card suit, 29. 
North raises his Partner to 3Q, 
showing that he has better Hearts 
than Spades (South’s original 
Response). South encouraged by 
this, Bids 4Y, a game Contract. 


THE PLAY — West’s opening lead 
is JO. The Dummy wins with the 
A© and immediately plays the A& 
and Kd, discarding his last Di- 
amond on the K&. The Q& is led 
from the Dummy to West’s A&@. 
West sees that there is only one 
Spade left in the Dummy, and 
noticed South had no more Clubs, 
as he had discarded a Diamond on 
the Ke&. This tells him that the 
Declarer was planning on “Cross 
Ruffing”; that is, Ruffing Diamonds 
and Clubs in South’s hand, and 
Ruffing Spades in the Dummy 
(after playing the remaining 8@). 
So West’s best lead is a Trump, 
2QY. While he doesn’t expect to 
win the Trick with it, he will 
remove a Trump from both the 
Dummy’s and Declarer’s hands, 
eliminating two possible Ruffing 
Cards. 


South wins the trick with the KY 
and proceeds with a beautiful 
“Cross-ruffing” situation. He plays 
K@ and then 5@ which he Ruffs 
with the Dummy’s 79. The 46 
is Ruffed with 509. The 6@ is 
Ruffed with QY. The Dummy now 
leads the 70 and Ruffs with 
South’s 89, which West “Over 
Ruffs” with the 10Y. West can do 
this as his hand now holds no 
more Diamonds. West now leads 


6& which is Ruffed with South’s 
9QY. The last 2 tricks are won with 
the AY and 7@. The result, 11 
tricks — The Contract 4 Hearts 
plus one extra. 


This is an example of a skilled 
player (South) who found the 
better strategy was NOT to draw 
out trumps. 


HAND NO. 16 
North 
AAG4 
YK7658 
O38 
&AQ32 
West East 
4108 a5 
Y QIJ109 YA8B42 
QOAQI4 OK9I87 
&I96 RKT54 
South 
SENSPTES 
10652 
& 108 
South Dealer 
South West North East 


103@ = Pass 4h Pass 
Pass Pass 


THE BIDDING — South has a 
typical opening 3 Bid, 7 Spades and 
only 10 points so he bids 3@. West 
Passes (P). North having good 
Spades and High Point Count (15), 
responds with 4@. East, South and 
West Pass so the Contract is 4 
Spades. 


THE PLAY — West’s Opening lead 
is QY, which the Declarer does not 
try to take with the KQY in the 


29 


Dummy, but Ruffs with the 2@ 
in his hand. The Declarer studies 
the hand and sees that in order to 
make his Contract he must “Cross 
Ruff” with Diamonds from his 
Hand (South) and Hearts from the 
Dummy. He leads 2, which West 
wins with J}. West to lessen the 
Ruffng Power of the Declarer, 
leads Trumps, 8@. The Declarer 
still has enough Trumps, using 
most of them for Cross-Ruffing. He 
tries a Club Finesse, but loses to 
East’s Kee, who leads KO for 
another loss for the Declarer. 
After Ruffng AQ in South’s hand, 
playing Q&, he wins the last trick 
with Ase. This makes 10 tricks the 
4 Spade Contract. 


HAND NO. 17 
North 
AAKIGS 
952 
O&A4 
&AB863 
West East 
&Q104 AI872 
QAKJIYI OY Q87T64 
©59632 > K108 
& Q te 2 
South 
a3 
9103 
Q75 
&KII09TS4 
South Dealer j 
South West North East 
9 3a Pass BY, Pass 
Ade Pass 5de Pass 
Pass Pass 
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THE BIDDING — South Opens the 
Bidding with 3. North having 17 
points and good Spades Responds 
with 3@ to show game possibilities. 
South having only one Spade must 
Re-Bid 4a. North now Bids 5a, 
the game contract. 


NOTE — This might have been 
Bid differently by experienced 
players who know each other’s 
Bidding. While South had no other 
choice than to open 3c, North may 
logically have gone immediately to 
the Bee, since he held good point 
count and Club support. 


THE PLAY — West opens with 
KQ, and takes the next trick also 
with the AW. This is all the tricks 
they should take if the Declarer is 
to make the Contract of 5a. He 
looks at his hand and sees 2 Di- 
amonds that could be losers. He 
can Discard one Diamond on the 
K&, but “What about the other 
one?” This is declarer’s problem in 
making the contract. 


After winning the third trick with 
the A©, the Declarer plays one 
Round of Trumps winning with 
Ke&. This draws out the Defender’s 
trumps. Next, he plays the A@ and 
K& discarding one of his Diamonds 
on the K&. Then, he leads the 5a 
from the Dummy and Ruffs with 
the J& in South’s hand. He then 
gets back to the Dummy by play- 
ing the Ade over his 10m, leads 
the 7@ and Ruffs with the 10s. 


At this point, he has counted the 
Spades the 
opponent’s Spades are gone. To 
get back into the Dummy again he 
plays the 6a over his 4%. Now 
he leads the 94, THE ONLY 
SPADE REMAINING and DIS- 
CARDS his third DIAMOND. 
Trumps, 8 and 5e&, take the last 
2 tricks and the Contract, 5a, is 
made, 


played and knows 


NOTE: The Play of this hand is 
worth reviewing again, as it is a 
good example of how to make use 
of long runs, other than Trumps. 


HAND NO. 18 
North 
& 10 
932 
©3104 
&KQ109875 
West East 
AK73 AA8BE652 
YA10864 QOK9T 
©9865 OKT 
oe 4 &632 
South 
AQI94 
YQI5 
© AQ82 
kRAT 
} 
North Dealer ; 
North East South West 
RP Pass 183NT Pass 
Pass Pass 


THE BIDDING — When North 
opened the Bid with 3, South 
knew his partner had a lop-sided 
hand of at least 7 and low count. 
Combined with his 18 points (17 
in High Cards) he responds with 
38NT, a game Contract. His reason- 
ing was that he could “stop” any 
other suit after a few leads and 
he also had 2 Clubs (both honors) 
to make the Club suit a solid run. 
A caution here is to make sure he 
can get over to the Dummy in 
Clubs to run out the 7 tricks total. 
The jump to 3NT should never be 
made without this assurance. His 
2 Club cards assure this. 


THE PLAY — West opens with 
the 6Q, the fourth Highest in his 
long Suit. East wins the trick with 
KQY and leads 99. West should 
NOT win with his AQ as he wishes 
East to keep one Heart Card in 
his Hand to Lead back to him later, 
After Winning the second trick 
with the JQ, the Declarer easily 
makes his Bid by Winning 7 Club 
Tricks and the AO, 3NT his Con- 
tract, easily made .. . Notice that 
on the 4th Trick, he overplayed his 
J@& lead with the Dummy Kee, even 
though the J& would have won 
the trick. This is important, as this 
is the only way to get back into 
the Dummy hand. 


31 


Three more tricks could have been 
made, by Finessing the Diamond, 
but had the KO been in West’s 
hand, he would have lost too much 
to take the chance! The safer plan 
was to make sure of the contract! 


HAND NO. 19 
North 
&62 
QO876 
654 
%&Q9874 
West East 
&QI108 A97T54 
Q 10 OK32 
10832 Ordo 
&KI102 & AGS 
South 
AAKSB 
QOAQI954 
OAKQ 
he 3 
South Dealer 
South West North East 
2529 Pass 2NT Pass 
BW) Pass 49 Pass 
Pass Pass 


THE BIDDING — South having 
25 points, opens the Bid with 2 of 
his long Suit, 20. North, having 
only 3 Points, Responds with 2NT. 
Remember, this is an “Artificial” 
Bid and DOES NOT mean the same 
as when your partner} Responds 
with 2NT in regular Bidding! It 
signifies a poor hand when given 
as a Response to the demand 
opener of 2 of a suit. 
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South Re-Bids 39, hoping North 
can give him more information. 
North’s hand has so little power 
to it, all he can do is Bid 49, the 
game contract. South had wished 
that they could Bid a “Slam,” a 
Bonus Bid, which means taking 
12 or 18 tricks. “Slams” will be 
explained later in the Book. 


THE PLAY — West’s Opening lead 
is Q@, which South wins with Ad@. 
He plays Ka& and 3@, Ruffing it 
with 6% (Trump). The 79 is now 
played from Dummy. East has 
K xx, 3 Hearts, so he plays low 
(29). South Finesses by playing 
JY. Notice that the Dummy has 
no high cards, This makes it im- 
possible to get over to it again 
with a winning trick to start an- 
other Finesse from there. The 
Declarer must lead the AQ, hoping 
that East had only 2 Hearts (Kx) 
in the beginning, and the KQY 
would fall. The Finesse is workable 
only once, due to the inability to 
get back to the Dummy and the 
uneven distribution of Defender’s 
Trumps. The Declarer continues 
with his Diamonds and loses a 
trick to East’s Ase, who now plays 
KQ, the only tricks the Defenders 
win, The Declarer made 11 Tricks, 
the contract 4 Hearts plus an 
“Overtrick.” 


HAND NO. 20 
North 
&J1086 
G42 
O©A8BE5 
&K108 
West East 
a4 A732 
OK965 9107 
©KQ1092 OF74 
&753 &QI942 
South 
AAKQIS 
YAQI83 
O3 
mAEG 
South Dealer 
South West North East 
232@ # Pass 3h Pass 
4a Pass Pass Pass 


THE BIDDING — South’s hand 
has 28 points and 2 Biddable 5 
Card Suits. He Bids 2 first, in- 
tending to Bid the Hearts after 
hearing his partner’s Response. 
North raises his Spade Bid (3@) 
so South immediately Bids 4, 
withholding the Heart Bid as this 
information might help the 
Defenders. 


THE PLAY — West’s Openitg 
lead is the KO which is won in the 
Dummy with A. After drawing 
Defender’s Trumps ending in the 


the Heart Finesse was 
tried by leading the 2QY from the 
Dummy on the 5th trick. It failed 
as West’s KQ won the trick. West’s 
lead QO was Ruffed with South’s 
Q&. The Declarer then plays QQ 
and JY. The 3QY from South’s hand 
is ruffed with 8@ in the Dummy. 
This makes South’s 8Q, the last 
Heart, a trick winner later. 


Dummy, 


The Declarer takes 12 tricks mak- 
ing his Contract of 4 Spades with 
two Overtricks. 


HAND NO. 21 
North 
410932 
93 
©8765 
hI874 
West East 
AaJ5 a76 
QYK8742 Y965 
©K94 Od 102 
mQI5 & AK1062 
South 
&AAKQ84 
YAQJI10 
OAQS 
& 3 
South Dealer 
South West North East 
242@ # Pass 2NT Pass 
389 Pass BY. Pass 
4h Pass Pass Pass 
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THE BIDDING — South again has 
2  Biddable 
Hearts with 24 points. He opens 
the Bid with 2@, North Responds 
with 2NT. (He hasn’t a High Card 
Point in his hand). South now Bids 


suits, Spades and 


39, information for his Partner, 
as South doesn’t know which suit, 
Spades, or Hearts, will be better. 
North Bids 38 and South Bids 
4@, having some doubts regarding 


the results. 


THE PLAY — West wins his 
Opening lead Qe&e and plays the 
J@. South Ruffs the J&e with 4h 
and plays the A& and K&@; then 
the AY followed by the QO. West 
covers the QY with KY, which the 
Dummy Ruffs with 9A. Dummy 
now leads 50 and South’s QO 
Finesse loses to West’s KO. South 
wins the next trick with AQ, plays 
J© and 109, discarding the small 
Diamonds from the Dummy. Now 


there are no more losing tricks. 
; 


The Declarer makes 11 tricks, the 
Contract 4@, plus 1 Overtrick. 
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HAND NO. 22 
North 
AAQG 
Y Q763 
OAS8 
&J1094 
West East 
& K1083 AI9T75 
Y 1085 G42 
OQI9 OK652 
e752 aK 86 
South 
Aa42 
CAKI9D 
©10874 
&AQSB 
South Dealer 
South West North East 
1519 Pass 89” Pass 
49 Pass Pass Pass 


THE BIDDING — South, with 15 
points opens the Bid with 19%. 
North because he has his Partner’s 
QV (well protected) adds one 
point to the Value of his hand (15 
points) and responds with a Jump 
Raise of 30. This is a Forcing Bid 
to game or better. South rebids his 
Hand to 40, the Contract. 


THE PLAY — West’s opening lead 
is QO. The Dummy wins with 
A. The Declarer plays 2 Rounds 
of Trumps (Hearts) and Finesses 
Spades from South’s Hand, He 
then plays another Round of 
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Trumps, and Finesses Je from the 
Dummy. He continues with another 
Club Finesse winning with Q& in 
South’s Hand. The Ase takes Kafe 
out of East’s Hand. Playing 4@ 
to Af in the Dummy, puts the 
lead back in the Dummy, so the 
10& can now be used to discard 
a losing Diamond. The 30 from 
the Dummy is taken by East’s KO, 
the only trick the Defenders win. 
The Declarer wins 12 tricks the 4 
Heart Contract, plus 2 Overtricks. 


HAND NO. 23 
North 
AAD 
ORS 2 
©KQ1086 
652 
West East 
&KQ1053 AIT8764 
g4 99863 
O©A548 o9 
&1083 &II7 
South 
a2 
YAQ1075 
OST 2 
k&eAKQ4 
West Dealer 
West North East South 
Pass 19 Pass 18 29 
Pass 49 Pass Pass 
Pass 


THE BIDDING — North’s opening 
Bid of 1 (based on 14 points with 
a good 5 card suit) is given a 
“Jump Shift” Response of 29 by 
South. This is based on 19 points. 
He now counts 3 for singleton 
Spade after his partner opened the 
Bidding. North, holding good Heart 
support, Bids game, 49, as it is 
a major suit. South passes, content 
with the game contract. 


THE PLAY — West opens with 
the AO, expecting to take this 
trick and have an opportunity to 
look over the Dummy’s cards. For 
his second lead, West ignored his 
good Spade suit and wisely decides 
to try another Diamond lead. His 
reasoning is good. With 4 Di- 
amonds in the Dummy, 8 in his 
hand and 4 already played (total 
11 Diamonds) West hopes that his 
partner might be void. East is, and 
Ruffs the Diamond lead for their 
second trick. This is all they get 
as South has no further difficulty 
making the rest of the tricks. He 
draws out the trumps and makes 
good his 3 Clubs, A@é, KO and 
two Trumps. The result, is 11 
tricks, 4 Hearts, the Contract and 


one Overtrick. 
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HAND NO. 24 


North 
aKI3 
OK4 
OAKII4A 
mKI2 
West East 
A874 &AQ10952 
OIJ8765 g A110 
O65 OQ832 
765 #4 
South : 
a6 
9 Q9382 
107 
&AQI1083 
East Dealer 
East South West North 
1a 122% Pass 80 
Pass Ade Pass 5de 
Pass Pass Pass 


THE BIDDING — South “Over- 
calls” East’s opening Bid of 14, 
with 2. South’s 12 points is not 
enough to open, but is sufficient 
for an “Overcall” as will be dis- 
cussed later in the book. North’s 
30 Response is a “Jump Shift,” 
showing a strong hand (20 points 
with added point for Kee). North’s 
“Jump Shift” Bid (830) shows a 
stronger hand than the possible 
“Jump Raise” to 4c. It also keeps 
the level of Bidding lower. South 
Rebids his Club suit 4é, and North 
raises to 5&, a game contract. 
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THE PLAY — West’s 4@ opening 
lead is taken by Hast’s Ace, cover- 
ing Dummy’s KA. South Ruffs the 
Qa for the second trick, leaving 
the J& in Dummy as the highest 
Spade unplayed. South draws 
Trumps for two leads (leaving a 
Trump in the Dummy’s hand for 
Ruffing), then leads the QQ to be 
taken by East’s AQ. The Dummy 
takes the KY, AO, KO, then leads 
9 for South to Ruff (removing 
Q® from East). The Ruff of 
West’s JQ in the Dummy, followed 
by the remaining two Trump cards, 


makes 11 tricks — 5 Clubs — game 
contract. 


HAND NO. 25 
North 
&K1087 
QAK2 
O53 
&K653 
West East 
a63 &52 
9 Q1084 OIJ9T65 
OK986 63104 
&I109 RQT4 
South 
AAQIIA 
9 3 
OAQT2Z 
eRAB2 
South Dealer 
South West North Hast 
191@ Pass 3h Pass 
6h Pass Pass Pass 


THE BIDDING — South’s Opening 
Bid is 1@, North adding 1 Point 
for his protected K@& (15 points) 
Jump Raises his partner to 3@, 
a Forcing Bid. South, with 19 
points most of them top High 
Cards and a singleton, figures that 
his Partner’s Point Count must 
also be High Cards, Rebids 6& a 
“Small Slam” Contract (see below). 
This Bidding to Six could have 
also been made in several raises, 
using the “Blackwood Convention” 
which is explained later in the 
book. 


THE PLAY — West’s Opening 
lead Je&& is won with As in South’s 
hand, Two rounds of Trumps to 
draw them out, are played, ending 
with the K@& in the Dummy. On 
the 4th lead the 3 is played to 
Finesse the QO in South’s hand, 
but West wins the trick with Ko. 
The only trick that the Defenders 
win. South discards his losing Club 
on dummy’s KQ in the 7th trick. 
The next lead from Dummy, the 
3©, to South’s AO, leaves Dummy 
void in Diamonds and Declarer void 
in Clubs. The Cross-Ruffing makes 
the rest of the Tricks good, The 
Declarer makes a “Small Slam,” 
the Contract 6 Spades. 


HAND NO. 26 


North 

AITI87 

YAKQ104 

OA 

&Q62 
West East 
AA3 4104 
O9T75 98682 
O5J10542 09876 
&J109 &K 84 

South 

AKQ652 

OT 

©KQ3 

&AT53 

North Dealer 
North East South West 
19 Pass 171@_ Pass 


BY) Pass 4NT Pass 
59 Pass 6a Pass 


THE BIDDING — North opens the 
Bidding with 19. South having 
only JY and 5 Spades Bids 1. 
North Jump Raises to 3@. This 
suggests a “Slam” possibility to 
South, so using the “Blackwood 
Convention” he Bids 4NT. (Ask- 
ing North to show how many Aces 
he has). North responds 5() show- 
ing 2 Aces. South then Bids 6A. 
A Small Slam Contract. 


THE PLAY — West’s Opening 
lead of J& is in the most dam- 
aging suit for the Declarer as he 
has two potential Club trick losses. 
His problem will be to discard two 
Clubs, limiting the Defenders to 
their A@ trick only. After taking 
the first trick with his As&, he does 
not draw out Trumps, as_ the 
Defenders have the A@. This 
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would let them lead Clubs before 
he has a chance to discard them. 
Instead, he plays his Dummy’s 
singleton A©, then leads to South’s 
JQ from the Dummy. He then 
plays KO and QO, on which he 
discards Dummy’s two Club losers. 
He then plays K& and the A& in 
West’s hand which is the only 
losing trick. Result a Small Slam 
of 6 Spades, Bid and Made! 


HAND NO. 27 


East Dealer 


South West North 
111@ Pass 2a 
Pass Pass 


THE BIDDING — After the 19 
Opening of Hast, South decides 
that he has enough to make an 
Overcall. He has a point count of 
41 and a strong Major suit. His 
1@ Overcall is worth a try. After 
West passes, North, shows a weak 
response by raising t Spade 
Overcall to 2@. This ended the 
Bidding, because South was not 
encouraged by this to try for 
Game. 
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THE PLAY — West’s Opening 
lead is KO}. When the Dummy is 
revealed, South is gratified that 
the Contract is only 2 Spades. 


_ There is not much he can do to 


prevent the Defenders from taking 
3 Diamond tricks, which they do 
in the first three Tricks. He doesn’t 
get in until the 4th lead. His 
attempt at a Finesse with QQ also 
failed in the 6th trick, but he 
saves his Contract by making the 
Dummy’s 109 good, Then he dis- 
cards his Club loser (2é) on the 
AQ® led from the Dummy in the 
8th Trick. 8 Tricks are won by the 
Declarer — The Contract, 2 Spades. 


HAND NO. 28 
North 
&Q10842 
QY9I98 
865 
eAK 
West East 
&96 A@KT5 
QTd QOK2 
OQ9T ©AKJI104 
%&Q75432 e386 
South 
AAITS 
YAQ10864 
O82 
109 
East Dealer 
East South West North 
16 1319 Pass 1a 
Pass 29 Pass 4Q 
Pass Pass Pass 


THE BIDDING — After East 
opens with 10, South Overcalls 
with 19. He has 11 High card 
points, a long-strong Major suit 
with no more than 2 possible 
losers, (KY and JQ) in it. Fur- 
ther, he is encouraged by having 
only 2 Diamonds (Hast’s opening 
Bid). His partner’s Response of 
1@ is encouraging. It shows a 
hand of good strength and Spades 
that fit his own hand. Thus the 
Jump to 3Q, to induce his partner 
to raise it to a Game Contract pro- 
vided he has some Heart support. 
The 49 Bid by North is somewhat 
risky, but well worth the attempt. 


THE PLAY — The hands fit beau- 
tifully! Declarer after losing the 
expected 2 Diamond Tricks, Ruffed 
the 8rd. He then moves over to 
the Dummy’s Ag on the 4th Trick. 
He is prepared to Finesse the JY 
through East (where the strength 
should be) on the 5th Trick, but 
it is not necessary, since East 
plays the KQY on the first round. 
Another attempt to Finesse Q@ in 
the 8th Trick is unnecessary by 
the dropping of East’s K@ on this 
Trick — establishing the J@ , 
104. } 


Declarer won 11 tricks. The Con- 
tract 4 Hearts plus 1 Overtrick. 


HAND NO. 29 

North 

&53 

V62 

OQI4 

&AKQIO65 
West East 
aAKI6 &10972 
YAKI58 QOI4 
© AIG © 10832 
& 32 e874 

South 

AAQB4 

Y Q1087 

©OKT75 

a9 

West Dealer 
West North East South 
19 2h Pass 13 2NT 


Pass 38NT Pass Pass 
Pass 


THE BIDDING — West Opens the 
Bidding with 1Y. North Overcalls 
with 2%. Knowing that his partner 
has a strong Club Suit with some 
reviews his hand for the proper 
Response. His 12 High Card Point 
Count calls for better than a 
simple raise, as there is the pos- 
sibility of Game betwéen the North 
and South hands. His choice for 
Response should be either 2@, or 
2NT. South Bids 2NT, reasoning 
that his partner has the Clubs, 
while he has the other Suits 
“Stopped” — including the op- 
ponent’s Opening Hearts. North 
raises his Partner’s Bid to 38NT, a 
game contract. 
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THE PLAY — West’s Opening 
lead is 50, which South’s QY wins 
over East’s JQ. From then on the 
hand plays easily with a 6 Trick 
run of the solid Club Suit, after 
which West takes 3 Tricks with his 
Ad, AY and KQY. South then wins 
with A@, and the Declarer wins 
the last 8 Tricks, for 10 Tricks in 
all. The contract of 3NT plus 1 
over-trick is made. 


HAND NO. 30 
North 
aA54 
0) QJ 102 
OAII2 
96 
West East 
a@&J109 &KQ86 
O86 943 
OKT5 863 
&A10854 &QI32 
South 
&732 
OAKITS 
© Q104 
RKTT 
South Dealer 
South West North East 
1319 Pass 389 Pass 
4Q Pass Pass Pass 


THE BIDDING — South having 
13 points, Opens the Bid with 19. 
North, having 14 points, including 
4 good Hearts, Jump Raises to SY. 
South knows that to Bid 49, 2 
good High Card points, South 
game Contract, is justified by the 
count of 13 in his hand and at 
least 18 points in North’s hand. 
(26 points is a possible game in 
a Major suit). 
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THE PLAY — West’s Opening 
lead is J&, which is taken by 
Dummy’s Ad. The Declarer draws 
the Defender’s Trumps with 2 
rounds of Hearts ending with 
South’s AY. Then he leads QO, 
intending to Finesse, but West 
plays his KO and Dummy’s AO 
wins the trick. The Declarer plays 
8 more Diamonds, discarding the 
losing 3 from South’s hand, on 
the 94. He loses the next two 
tricks to Ade and K&. The only 
other trick the Defender’s take is 
Qe, the last one. The Declarer 
wins 10 Tricks, making his Con- 
tract — 4 Hearts. 


HAND NO. 31 
North 
752 
OY A1053 
52 
&Q862 
West East 
AAKQ4S &586 
862 ay 
61097 &QI 86 
1073 &KI954 
South 
& 1093 
OKQI94 
SAK43 
mA 


North Dealer 


North East South West 
Pass Pass 1919 Pass 
29 Pass 49 Pass 
Pass Pass 


THE BIDDING — South has 19 
points, not enough for a demand 
opener, so must be content to make 
a 1Q Opening Bid. North Responds 
with 29. South jumps to 4Q, ex- 
pecting his Partner to have at 
least 6-7 points (total 25-26 
points), enough to normally make 
a Game Bid. North does have 7 
points,’ also very good Trump 


support. 


THE PLAY — West’s Opening 
lead, K@& wins the trick, as does 
his A@& and Q&. West then leads 
the 10, which is taken by South’s 
A©. The Declarer now cannot af- 
ford to lose any more tricks, The 
only cards he might lose are 2 
small Diamonds in South’s hand, 
which must be Ruffed in the Dum- 
my. In drawing Trumps he plays 
only 2 rounds, The remaining 2 
Trumps in the Dummy must be 
saved for Ruffing these Diamonds, 
before the third Trump in West’s 
hand is drawn. He then wins the 
remaining tricks without ary 
trouble, taking 10 tricks, making 
the 4 Heart Contract. 


HAND: NO. 32 
North 
AATES5 
93 
OAQT2 
hRAIG4 
West East 
aAK84 & 10 
QYAK1042 YQI98 
©K83 ©J1064 
53 &J1072 
South 
AQI9382 
O765 
O95 
&KQ8 
West Dealer 
West North East South 
19 20 29 92a 
Pass BY) Pass 4h 
Pass Pass Pass 


THE BIDDING — West’s Opening 
Bid is 19. North having a single- 
ton Heart, the Defender’s Bid, and 
14 High Card Points Bids 20. 
East raises his Partner’s Bid to 
2Q. South having poor Diamond 
support, Bids his 5 card suit, 2@. 
West Passes (P). North having 
the A@ and 8 more Spades raises 
South to 8@. South having extra 
value in Ke, Q&e Bids 4h, a 
Game Contract. 


THE PLAY — West’s Opening 
lead is KY, which wins the trick. 
His next lead, 5& is taken by 
South’s Q&. The Declarer leads 
and Finesses the Q@ and J@ from 
South’s hand, He then plays the 
2@ and West’s K@ falls under the 
A@ in the Dummy. He gets back 
with 6% to Ke& in South’s hand. 
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He then Finesses 5© though West’s 
K©, and by Cross-Ruffing, wins 
all but the last trick, which was 
won by Hast’s Jd. 


The Declarer won 11 Tricks, one 
over the Game Contract, 4 Spades. 


HAND NO. 33 


South Dealer 
South West North East 
171NT Pass 3NT Pass 
Pass Pass 


THE BIDDING — South, with 16 
High Card Points, a Balanced 
Hand, and all Suits guarded, opens 
the Bidding with 1NT. North with 
11 Points and 4-3-3-3 distribution 
(perfect for NT) jumps imme- 
diately to 83NT, a Game Contract, 
with South the Declarer. North 
knows that the opening 1NT must 
nave at least 16 points land an 
even distribution, so combined with 
his 11 points, simple arithmetic 
gives him the total of 27 points. 
He calls for game — 3NT. 
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THE PLAY — West’s opening 
lead, 59, is won by East’s AQ. 
East returns his partner’s lead 
with 79. The Declarer, however, 
does not play his KY, until forced 
by West’s third lead. His problem 
now is to keep West from winning 
a trick and playing his last two 
good Hearts. He leads JQ. West 
plays a low Diamond, as does the 
Dummy. East wins the trick with 
AO, and leads the J&@, which South 
wins with A@. The Declarer leads 
and Finesses the 100, and then 
4 makes West’s QO fall under 
Dummy’s K©. This leaves 2 good 
Diamonds in South’s hand, which 
along with the High Spades and 
Clubs take the remainder of the 
tricks. 10 Tricks in all making the 
3NT Game Contract, plus 1 over- 
trick. 


HAND NO. 34 

North 

aK Q64 

QYAB 

08765 

&10938 
West East 
AA83 A952 
9 QI109 O7542 
©4382 ©KJ10 
eQ87 mKI4 

ey 

&J107 

OK86 

OAQ9 

&AGE52 


North East South West 
Pass Pass 141& Pass 

14 Pass iNT Pass 

Pass Pass 


a 


THE BIDDING — North Passes 
(P) and East Passes (P). With a 
Balanced hand, and only 14 Points, 
South’s Opening Bid is 1. North 
responds with 1@, his strongest 
suit. South, although he has some 
support in Spades, Bids INE: 
leaving any further Bidding up to 
North, who Passes. 


THE PLAY — West’s opening 
lead is QQ. This first trick is the 
“Key” to the proper play of this 
hand. The Declarer must now 
decide whether to take the trick 
with AQY in Dummy or KQ in 
South’s hand. There are 3 Spade 
tricks to be won, the last one from 
the Dummy so the AW should be 
left there for an “Entry” after 
West plays the A@. A Diamond 
Finesse is made from the Dummy 
through East’s KO, J, which 
gives the Declarer 8 tricks in all. 
Making 1NT the Contract, and 1 
over-trick, 


NOTE: Always study the Dummy 
Cards and South’s hand BEFORE 
playing your FIRST card. Many 
Contracts have not been made, be- 
cause the Declarer has used b 
card that was needed later, to get 
the lead from one hand to the 
other. 


HAND NO. 35 
North 
AAKS 
YAQ2 
09848 
&ASB4 
West East 
AI87E6 AJ52 
Y10875 Y964 
© 10 OK765 
eQI95 &1032 
South 
&Q104 
QOKI83 
© AQIT2 
mK76 
South Dealer 
South West North East 


161NT Pass 6NT Pass 
Pass Pass 


THE BIDDING — South with 16 
High Card Points, and Balanced 
distribution, opens the Bidding with 
INT. North with 17 High Card 
Points, using simple Arithmetic, 
(he knows South must have 16 to 
18 points to Bid 1NT) adds the 2 
hands together for a total of 33 
points. He also holds 3 ACES, so 
he Bids 6NT. A “Little” Slam. In 
view of this knowledge, there was 
no need to prolong the Bidding. 


THE PLAY — West’s Opening 
lead is 9@ which is won by the 
Dummy’s A&@. The Declarer must 
win 4 Diamond tricks to make the 
12 tricks. In order to do this he 
makes 3 Finesses from the Dum- 
my, as the Diamonds are Split 4-1 
with the Kxxx in East’s Hand. 
This takes a little planning, as the 
lead must be returned to the Dum. 
my and each Diamond carefully 
chosen. High cards in the other 3 
suits win the remainder of the 
12 tricks and the Little Slam is 
made! (The Defender’s take only 
the last trick with Qd&). 
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HAND NO. 36 


South Dealer 


South West North East 
171NT Pass 38NT Pass 
Pass Pass 


THE BIDDING — Even though 
South has a Biddable 5 card suit, 
he should Open the Bidding with 
1NT, as he has 16 points in High 
Cards and enough ‘‘Stoppers”’ 
(protected High Cards). North 
with 11 High Card Points and 
fairly Balanced distribution, adds 
his 11 and 16 (or more) his partner 
is supposed to have to Bid 1NT 
for a 27 total points. This is 
enough for Game, so he Jump 
Raises to 3NT, a Game Contract. 


THE PLAY — West’s Opening 
lead is K&@, followed by the Q&, 
J&@. The J@& is taken by South’s 
A@. This “Hold up” play is to 
remove all of the Spades from 
East’s hand. If East wins a trick 
now, the Declarer knows that East 
cannot lead back to West’s hand to 
win extra Spade Tricks. The 
Declarer now Finesses the JO 
through West’s hand; and wins 5 
Diamond, 2 Club and 2 Heart 
Tricks, making 10 tricks, 3NT plus 
1 over-trick. 
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HAND NO. 37 


North 
&AAQ38 
9 QI 84 
O85 
&AKQS 
West East 
aJ95 &K10872 
9 10 9953 
O©I510632 OQ97 
&J1093 84 
South 
aA64 
QAKT62 
OAK4 
&762 
North Dealer 
North East South West 
1h Pass 1519 Pass 
389 Pass 4NT Pass 
59 Pass 5NT Pass 
6) Pass 69 Pass 


THE BIDDING — North opens the 
Bidding with 1m, he has a good 
hand, but not enough strength in 
either Major suit to Bid it. South 
responds with 19. North Jump 
Raises to 80 showing his partner 
that he has good Hearts and extra 
support. South, using the “Black- 
wood Convention” Bids 4NT. Ask- 
ing his partner to show his Aces, 
as he sees “Slam” possibilities. 
North having 2 Aces Bids 5Q. 
South now Bids 5NT, asking for 
“Kings.” North Bids 6, showing 
only one King. South correctly 
stops with a Small Slam Bid of 
69. 


THE PLAY — West’s Opening 
lead is Je& which is won with 
Dummy’s Age. The Declarer draws 


Trumps. He then plays Diamonds 
and Clubs. On the 11th trick he 
tries to Finesse the Q@ and loses 
to Hast’s K@#. The only trick the 
Defender’s win, 12 tricks has been 
made, a Small Slam in Hearts. 


HAND NO. 38 
North 
41083 
9 Q32 
O64 
hI8STES 
West East 
AId7T2 aJ5 
YF1065 QYAI8BT 
©I5J1082 O73 
kKQ &AIT1043 
South 
AAKQE64 
QOK4 
OAKQIS5 
he 2 
East Dealer 
East South West North 
Pass 242@ Pass 2NT 
Pass 8 Pass 8a 
Pass 4h Pass Pass 
Pass 


THE BIDDING — East Passes 
(P). South, with 24 Points, Opens 
the Bidding with 24 (a demand 
opener). North responds with 2NT, 
the correct response with this poor 
hand over partner’s opening 2 Bid 
(North holds less than 6 Points.) 
South shows his other suit by Bid, 
ding 3. North goes back to BY ys 
as they are better than Diamonds. 
South goes to 4@, the Game Con- 
tract, though he is not too sure it 
can be made. 


THE PLAY — West’s Opening 
lead is Kee, followed by Qe& which 
is Ruffed in South’s Hand. Declarer 
can draw only 2 Rounds of Trumps 
as he needs one Trump in Dummy 
to Ruff the 5. This allows West 
to use his last trump when he 
Over-Ruffs South’s 6@ with 9. 
The Declarer wins the next trick 
with KY. He then leads his last 
Trump, Q@ and wins the last 
Trick with the remaining 90 to 
make 10 Tricks — his 4 Spade 
Contract. 


NOTE: Quite often one or more 
low cards (90 in this hand), the 
remainder of a long suit, takes a 
trick. Players should be alert to 
this and not miss the opportunities. 


HAND NO. 39 
North 
AADS4 
QYAI1038 
©OK9654 
he 2 
West East 
&KQ107 AJI86 
086 QO754 
©872 ©QIJ103 
&QI83 &K104 
South ‘ 
A982 
YK Q92 
OA 
hAITES 
South Dealer 
South West North East 
151% Pass 1 Pass 
19 Pass BV) Pass 
49 Pass Pass Pass 
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THE BIDDING — South’s opening 
Bid is 1, his 5 card suit. North 
responds with 10, a one over one 
response, showing a good hand. 
South now Bids 19. North is happy 
to hear this and Jump Raises to 
39, thinking they might have 
SLAM possibilities. South stops at 
49, the Game Contract, as his 
hand, with only 15 points is not 
strong enough to Bid to Slam. 
North is satisfied to leave the Con- 
tract at game. 


THE PLAY — West’s Opening 
lead is K&. Dummy’s A& wins. 
The Declarer wins 3 High Card 
tricks with AO®, Ade, and KO. He 
then cross-ruffs the remaining Di- 
amonds in South’s hand, and Clubs 
in North’s hand, taking 12 tricks in 
all, making 6 Hearts, 2 more than 
the Game Contract, 4 Hearts. 
However, if West’s opening lead 
had been a TRUMP (Hearts) only 
5 Hearts could have been made. 


Notice that in both of their 
original Bids, Diamonds and Clubs, 
North and South each had only 
one card of his Partner’s Suit. By 
making a second choice, the suit 
they used for the final Contract 
(Hearts) can now be used for 
“Cross-Ruffing.” 


When your hand and the Dummy’s 


are like these, you DO NOT draw 
the Trumps from the Defender’s 
hands. This would rob your own 
hands of Trumps needed for Ruf- 
fing. Play this hand over again 
and notice how even the AQ is 
used for Ruffing rather than the 
usual way, for drawing Trumps. 
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HAND NO. 40 
North 
AKT75 
YAQI109 
©K62 
85 
West East 
AQI6 a42 
QOK84 QO765 
©AQI103 O984 
eK 3 109762 
South 
&A10983 
9 32 
O75 
hmAQI4 
West Dealer 
West North East South 
10 19 Pass 1314 
Pass 2h Pass 4h 
Pass Pass Pass 


THE BIDDING — West’s Opening 
Bid is 10. North Overcalls with 
1%. While the Bidding is still at 
the one level, South Bids 14. North 
raises his Partner’s Bid to 2@. 
South having encouragement from 
North and extra value in Clubs, 
Bids 4@, where the Bidding stops. 
— A Game Contract, 


THE PLAY — West’s opening 
lead is 49. The Declarer Finesses 
with the QQ in the Dummy. He 
leads 5e& to Finesse from there 
through East’s hand, and loses to 
West’s K&e. West leads 3c which 
South wins with J&. Declarer now 
plays two rounds of Spades 
(Trumps) but does not catch the 
Qa, the only other Trick the 
Defender’s win, 11 Tricks won — 
making the Contract 4 Spades plus 
1 Over-trick. 


GLOSSARY OF BRIDGE TERMS 


DECDATIBR | scsceecenicgeg ccc ccc The player who, for his side, first Bids 
the Suit named in the Final Contract. 


DEFENDERS ouo...cccccccccclecccce eee The Opponents of the Declarer, 

LD AGH (7B Ge Ora ae se Wie Me ecleeatanes Gane Declarer’s Partner, 

OPENING LEADRR .................... The person to the left of the Declarer. 

OPENING BIDDER ...................... The person who first Bids on each 
deal. 

RESPONDER  .cccccscssassscessessssncevensoanie The Partner of the Opening Bidder. 

PUCCIO: csteresreasen Metals The process of Bidding. 

BSD) rae oats 2h eases aenanonesinlnbeveeee ss An offer to take a specified number 
of tricks. 

EE OK Re saa ee eae sae First 6 tricks taken by Declarer, 

SNL] LCR Ge eee Te A Bid, Double, Redouble or Pass. 

CONTRAOT ooo. ccsusciesmssecernccaratoees... The Final Bid indicating the number 
of tricks which must be won and the 
Trump suit, 

AL BVASY eg te cass tenes aed en, To distribute the cards one at a time 


to the four players in rotation. The 
word deal is also used to describe the 
complete action on a hand, including 
the Bidding and the Play. 


DEFEAT THE CONTRACT ......... To prevent the Declarer from winning 
the number of tricks Bid for. Also 
called “SET”, such as “SET the Con- 
tract,” or “SET the hand.” 


ES CARD We, crosa asec Seccnszsonch cic spaca fA player discards when he is unable 
to follow suit and also fails to use a 
Trump. The card played is called a 
discard. Also called “SLUFF,” or 
“THROW OFF.” 
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GLOSSARY (Cont.) 


WOMGRIGEIDON scessseascxciuseeisccenearaarsscssy A holding of two cards in a suit. 


FULFILL THE CONTRACT. ........ To win the number of tricks Bid for. 
Also called “MAKE the Contract” or 
“MAKE the hand.” 


BREEN) Wee sascenasesrcueattrcscatre aoa castle aan To play the first card of a trick — or 
“a — the first card played to a trick. 


MAT OR, SUED ss eseerniscarscestarneceaseey Hearts or Spades, 

MINOR SU UD. cnvscccuramczinvisunuce: Diamonds or Clubs. 

OBWNOENG BID q..0.ccccccscieesscisssassviass The first Bid of any auction. 
COAUT EA RuLOUESTI GGUS eter oP err Each trick won in excess of those Con- 


tracted for. 
TROLS IC ee erie Go Oe eR eee A refusal to enter the auction. 


[SR 201 0051 0 is aie oe a ee ae A Bid made in answer to your 
Partner’s Bid. 


TRUM 9. Beg aren ie eae creme ates Fete To play a Trump on a plain suit when 
you are unable to follow suit, After 
someone has “ruffed,” to play a Trump 
higher than one already played is 
called an “OVER-RUFF.” 


BUNGEE LON cde uatecd-a sees vevteetacions A holding of one card in a suit. 
PUNE TG Soe a exenew nag nan sre eer Sch 230 Sropcaas suesoa eee Four cards, one from each player’s 
f hand. 
i 
BRUM SUD cen eeege tates The suit named in the Final Contract. 
WORD «5 Recpscucteccnterareinenepeevesnussnere A holding of no cards in a suit. 
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